v o8 SFIWARE CLA =: 


ENOL Mek 


ANOTHER BODY BLOW TO THE POOR OLD 7X81! 


You may have read in the Computer Press about the demise of Tiger Distribution 
Limited, or more than likely skipped: over it thinking that it is no concern o: 
yours. Unfortunately, this is not the case. As a proud 2X81 user the fall of 
Tiger Distribution is probably the biggest blow ever to the future of your 
beloved little computer. 


For our younger readers, who may not understand the function of a distributor, 
let me explain. If your local Computer Shop had to order each title from the 
Software House that produced it they would go mad! There are thousands of 
titles available for all the different machines and by the time they had stuck 
the stamp on the last order not only would their tongues be’ very dry and taste 
horrible, but the shelves would be bare because placing all those orders had 
taken so long. So they order through a Distributor. These are much larger 
companies who employ people who do nothing else but buy stock from all the 
various Software Houses. The little shop can simply fill in one order form to 
the Distributor with all the titles he requires nicely ticked = easy isn't it? 


"O.Ke", you say "But what has this got to do with me and my ZX81 7?" 


Well the simple truth is that Tiger Distribution were the ONLY major 
distributor who would even consider stocking ZX81 titles. Approximately 80% 
of all Software Farm programs you see on the shop shelves were put there by 
Tiger. So if you thought ZX81 programs were thin on the ground up until now - 
things are only going to get worse! 


Of course the really bad news is that, having lost 80% of the sales of any 
title we release it is touch and go whether we can afford to produce any 
further ZX81 games. Shock! Horror! Panic! It means we shall have to rely on 
yous You can still buy any new release directly from us by mail order. If we 
are going to continue to support you, then you must support us! But we trust 
you and are sure that you will = LONG LIVE THE Zx81! 


Right - now that we've got the nasty news over with, let's get on with the 
good bits in this issue! 


In addition to the usual features in this issue we are including a section 

On HARDWARE. In fact, for those who fancy themselves wielding a soldering iron 
we start with a simple project that requires very little knowledge of 
electronics, but enables you to make your own joystick and interface. Not only 
high fallutin' ( whatever that means! ) but useful! 


Also there is the continuing saga of ‘Everything You Didn't Want To Know About 
Machine Code = but are going to find out whether you like it or not!'. A few 
more people who want to be added to our list of potential pen-friends. Another 
yummy machine code program and an idea for those who despise the laborious 
task of typing in programs printed in magazines, but are interested in the 
finished result. Plus more of your comments, hints, tips, and problems. 
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A NOTE FOR YOUR DIARY 


We have moved ( yet again! ) into larger offices to accommodate the mountai: 
of letters you send us. Now we can be found at - 


3rd Floor 3 
16 Charlotte Street 
BRISTOL 
BS1 5PP 


But don't worry if you've written to the old address - all mail will be 
forwarded to us. 


There are commiserations to a number of people = especially Derrick Roden 
who wrote in regularly with an ever-increasing high score for "Z=XTRICATOR" 
but was pipped at the post when it came to cut off time. 


Z-XTRICATOR | 19,820 Peter Graham Helensburg 
ROCK ETMAN 4,358,785 Michael Brooham Halesworth 
FORTY NINER 187,864 P. Millington Nuneaton 
SUPER SCRAMBLE 36,360 Mark Baller Birmingham 
FROG HOPPER 8,640 Richard Benner Sheffield 
ASTEROIDS 4,275 J. Doyle Crawley 
GOBBLERS 26,710 Raymond Greenwood Nottingham 


Also we have a new low score for FORTY NINER from Ian Fraser of Edinburgh. 
He says it took him ages to get his score of 2 because the rats wouldn't go 
near him} They are out to foil you whatever you are trying to do! 
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If you can cast your mind back to the Newsletter before last, in which we 
published a letter from John Schofield concerning the incompatibility 
between an Alphacom printér and his Memotech 64k RAM pack. Dean Electronics 
said that the Alphacom printer is only compatible with Sinclairs own 
peripherals, but included a circuit diagram for a modified data buffer to 
overcome the problem, which we also published. 


Here is a word of warning fron R.N. Goddard of Luton, who tried this 
modification - 


Dear Sirs 


I did try the 74LS245 buffer circuit which appeared in the Software Club 
Newsletter: the Memopack and Alphacom worked together for one day. After 

a lengthy session the Memopack experienced some kind of a nervous breakdown 
aS a result of which it is no longer on speaking terms with the printer 
buffer and won't co-operate with the Sinclair RAM ( it should combine to 
provide 32k memory ). I haven't got round to sorting this out with Memotech 
yet eee : 


ReN. Goddard, Luton 


Did anyone else with this problem try Dean Electronics' solution ? If SO, 
did it work for you ? 7 


Dear Cosmic Cockerel 


I have a problem - who hasn't ? What do you do if you want to hold two 
machine code subroutines in one REM statement ? I want to adapt Paddy 
Moindrot's sound program in machine code, and I also want to use machine 
code routines to create hi-res, all in the same program! Would I just put 
both machine code routines in the same REM statement and to call them 
separately with different RAND USR numbers ? 


Mark Baller, Birmingham 


It really doesn't matter how many subroutines you put in any one REM statement 
A subroutine is completely self-contained and when the RETurn command at the 
end is reached the processor will do exactly that - return to the place from 
which the subroutine was called, whether this be from machine code or from 
BASIC. It will not continue into any other routine that follows. You have 
really answered your own question, providing that the correct start address 
of each subroutine is known they can each be called using either separate 
machine code subroutine calls or separate RAND USR statements. 
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Dear Cosmic Cockerel 


I have recently bought a game called "Damper/Glooper" from Quicksilva. This 
game loads but when the game starts, depressing the movement keys has no 
effect on the character that is under your control. I would be very gratefu 
if you know any solution to this problem as it is a good game and I do not 
want to send it back. I have bought many other games from this company and 
they have all been satisfactory. 


Paul Slaven, Exeter 


Well you lot ? Have any of you got this game amongst your collection ? 
Any suggestions ? 


We are really going to make you work this time. So here is another problem 
for your perusal - 


Dear ‘'Farmers' 


Bug-bytes "ZXTK Toolkit" will not extract itself above RAMTOP when using a 
Memotech 32k Memopak. Memotech say they cannot help. Any suggestions please © 


Louis Oliver, Perth 


Well - any ideas ? Has anyone managed to get this program to work with a 
Memotech 32k RA™ pack. ? 


Here is yet another plea to the nation - 
Dear Software Farm Club 


eee Another problem I have is trying to get a copy of 'FORTH' for ZX81. 
I had a copy of a program in ‘YOUR COMPUTER! about 2 years ago. It was a 
badly printed copy and bits missing. I wrote to them about it, but never 
received a reply. 


I have a book called "BASIC & FORTH' in parallel by S.J. WAINWRIGHT. It 
has a FORTH STACK SIMULATOR prog. for 16k Spectrum, I have been trying to 


convert it for ZX81, but so far I have not been able to convert it 
successfully. Perhaps you have a better version. 


My club has just started 'FORTH' lectures, but of course not for the at. 3 ae 
Being a pensioner I have to run my computer on a 'shoestring' and great 
help from my friends. That is why I can't afford HUSBANDs chip, or the 
ARTIC cassette. 


Hoping you can help me with these problems, 


Mr J.F. Daniels, Milton 
Keynes 


Tf anyone has a back copy of 'Your Computer' with a workable version of the 
FORTH program Mr Daniels would love to hear from you. 
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This is a machine code version of the classic 'Bomber' program. For those 
of you unfamiliar with it, the idea is Simple. You just have to let your 
plane land, something it will do all by itself given half a chance. The 

problem is that there just happens to be an entire city below you, which 


you have to bomb flat before your plane crashes into on 
Any key will release a bomb - but don't 


limited supply! 


This is what you 


Stage 1: J 


You RUN this and 
128 N/L, 151 N/L 
right across the 


have to do - 


REM ( 287 of any character ) 
POKE 16510,0 
FOR A = 16514 TO 16800 


e of the buildings. 


go too wild as you only have a 


"BLITZ" by Mark Baller 


INPUT M 
POKE A,M 
SCROLL 
PRINT A,M 
NEXT A 


then enter the machine code one number at a time ice. 
etc. The machine code dump can be entered from left to 


page. 


MACHINE CODE DUMP = 


128 151 
245 8 
179 32 
237 91 

64 124 

8 58 
120 254 

31 40 
205 245 
107 11 
126 254 
250 254 
146 32 
250 254 

10 254 
244A 34 


146 
wd 
248 


wes 


169 


we 


198 


a ache. cae Oe ee en 


120 177 32 251 58 62 64 60 50 
64 203 71 32 173 58 60 64 61 

54 58 37 64 60 40 48 25 126 2 
128 40 10 254 138 40 q 54 128 
126 24 246 54 146 33 134 64 126 2 
28 32 5 54 37 43 24 246 61 119 
254 28 32 11 43 126 254 28 32 

62 1 50 40 64 193 12 121 254 

32 7 120 254 20 40 31 24 ee 2 
32 32 3 14 ks 4 121 230 1 1¢ 
150 50 131 64 195.4 206 64 193 205 2< 

8 6 6 62 151 215 16 253 62 33 
50 133 64 50 134 64 201 


Stage 2 : After entering all the machine code, delete the lines 10 to 70. 
and then PRINT 3 


10 RAND USR 16520 (N/L) 


To play the game, just RUN the program and hit any key to drop a bomb, 


BEST OF LUCK! 


In the last issue we published a single mention of a 2X81 game other than 
those from the Software Farm. Well it seems that D. Greenwood from 
Leigh-on-Sea has found another} 3 


Dear Sir 


I wish to recommend the best 16k 7x81 text adventure game I have played by 
Artic Computing called "Inca Curse", It is Priced at £5.95, and, although 1 
consider it expensive, it is well worth it. The temple is 'packed' with 
treasure, and so far my maximum score remains at OOO0O!! Even after about 
15 games! 


D Greenwood, Leigh-on-S< 
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Also, in the last issue I promised to publish a 'hate' list of the world's 
worst programs you have had the misfortune to come across. There was not 
enough response to this to produce a 'Bottom Ten’ Chart, but here are a few 
of your pet hates to be going on with - 


KRAKIT (Artic) This 'game' is simply a list of 12 clues 
which have to be solved to win a prize of 
£1,000. After the title screen there are 
no graphics and the clues are presented as 
if on a sheet of paper. You have to be a 
Super=brain at 'Mastermind' or a lucky 
so-and-so at '321' before you can possibly 
hope to answer the clues, and the 'help' 
information is useless. 


SPACE INTRUDERS (Hewson) This is an Ordinary space invaders with the 
added option of having the computer playina 
against itself for 3 minutes! The scoring 
is stupid. You may clear the screen withou: 
losing a life and end up with a very low 
Score, whereas you can lose 3 lives on one 
Screen and get a reasonably high score! 


VOLCANIC DUNGEON (Carnell) Sometimes described as "Volcanic Dung"! 
This game is described by Carnell as a 
"graphic' adventure, but after 6% minutes 
loading, you begin the game by pressing 
N,S,E or W for the directions of the compas: 
and whichever direction you choose you are 
killedi You are then told to load the 
program for another game. No Way!3! 


HOPPER (P.S-S.) The instructions are hardly worth talkino 
about and the game is not user-friendly 
at all. All-in-all a very difficult game 
to comprehend. 


U.F.O. (Protek) "THE worst game ever!" ? The graphics are 
awful and the game is very slow. The game 
is meant to be fast and 'All machine code! 
as printed on the inlay card but I easily 
broke into it and found there is mostly 
Slow BASIC! 


I really don't know what I can add to this next letter. I think it says it 
all = and a bit more besides! 


Dear Planetary Pullet, er «ee I mean Cosmic Cockerel 


IT am beginning to think that the Letters Page in the Club magazine is 
becoming too serious, so here goes with a really loony letter! 


Firstly, did you realize that all your Club Members who are Quicksilva 
Gamelords aren't ? This is because the Gamelords had to close down due to 
not enough members re-enlisting. They will probably put this down to public 
apathy, but we know why it really was, don't we ?! I mean anyone who has 
played "Pioneer Trail' by Quicksilva will know what I mean. ( Oh no! 

Law suit time again!) 
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Now on to something entirely different, has anyone else seen the game 
'"Roulderdash' ? It has been described as a 'very original game’ = but 
after playing it, I thought to myself "hold on, I've seen this somewhere 
before", and indeed I had. The idea is almost exactly the same as "Forty N 
only "Forty Niner" is much better. 


I suppose you had better have my high score which has to appear if this 
letter is to be printed : - 


Came Score 


Mutant Forty-nine year old Rocketman 
from the planet Gobblers 312 Billion 


What's that ? You need a witness ? 


Well, my 3=legged pet cat 'Tiger' was watching me whilst doing its best 
to put me into 'Mega=hype space! at every available opportunity! 


Now is confession time folks! I have sinned and bought a ZX Spectrum as 

a 'second' computer. Even so, after playing 'Jet Pac' for ages, I still 

find that 'Rocketman' is more fun, if only to try and drown as many vultures 
as possible: ( On purpose, of course! I know how to make the vultures fly 
really! ) 


Right, that's enough lunacy for now. Hmm ... Where did I put that flea spray 
"Heresenitty, Kitty’" 


Byeee 


Jon Rose 


This one just had to be fitted in -'cos its so nice! And of course, we are 
not averse to a little ( or a lot! ) of flattery! 


Dear Sirs 


I read in the March 1985 ‘Sinclair Programs' that you set up a club for 
ZX81 owners, some six months ago. 


Living in Ipswich has proven utterly frustrating for this particular '8ler 
who has explored every micro-hole in the town and suburbs = to no avail! 

Not one shop stocks '81 progs! Only by purest chance did I find one isolated 
cassette = OS Scramble - and that is all. 


Then I saw your advert for 'Rocketman'! Oh! How I wept! To see such graphics 
eee QS Scramble faded in its solitary glory! Surely, I thought ( foolish me ) 
that somebody in Hometown would stock Hi-Res RM! Not a trace to be found ... 


Time paSSeS «eee 


An advert appears. Not for one Hi-Res prog but THREE! Along with news of 
the club you have set up ee. 
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PLEASE, O Cosmic Cockerel, PLEASE send details of your programs and the club! 
I enclose a stamped addressed envelope for same. 


By the way, I would have enclosed £'s sufficient for one prog = probably 
RM = and club membership but I'm afraid its a case = at the mo' = of 


Le: £:= 0 - 10 


I hope that soon this unfortunate '8ler will be no longer bugqaed by 
microchickens of retailers who don't recognize the market for good '81 softs. 


In the meantime = Cosmic Cockerel : Come To The Rescue!!! 
Faithfully 
Steve Smy 


» 


Remember I mentioned an idea for those who's fingers get up and leave the 
moment they look at a program printed in a magazine that appears interesting, 
but is long and daunting ? Well’‘here it is. Why not let Mark Baller's fingers 


do all the worrying ? 


Cosmic Cockerel 


I have just had a brilliant brainwave! I would like to render my services 

to other ZX81 owners, who find that typing in BASIC or machine code program 
listings from a magazine very boring, or those who can never get their 
programs to work. Well, here I am! All that the ZX81 owner has to do is to 
send me the program listings from the magazine or book whether the program is 
written in BASIC or machine code or both, and a cheque made payable to myself, 
or cash, and I will type out the listings, provide a cassette, and return it 
to them by first class postage. How's that for a good idea! 


Here is a list of my prices : 


Number of programs Cost of each program 
1 | £2.00 | 
Tie £1.50 N.B. Overseas not 
6 -10 £1625 included 
11 or more : £1.00 ; 


I will provide a cassette with each program and record the listings on each 
side of the tape for certain loading. 


Yours computingly 


Mark Raller 

18 Emsworth Grove 
Kings Heath 

BI RMINGHAM 

B14 6HY 


If your fingers have breathed a sigh of relief, then get in touch with 
Mark at the above address. 
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Having just had Jon Rose complain at us for not being frivolous enough I 
have saved the seriaus letters until last. In the last issue there appeared 
a letter from John Schofield asking if any of you had any dealings with 

two clubs which had taken his money and vanished into thin air. These are 
Toni Baker's Micro Arts Magazine and the Independant Sinclair User Group. 


In response we received a letter from Nick Goodwin, who is editor of the 
ZX Broadsheet wishing to point out to anyone put off by reports of 
non-existant Newsletters that his Broadsheet does not fall into this category 


Dear Sir 


Concerning John Schofield's letter about MICO ARTS and 1.S.U.G. your 
readers might be interested to know that ZX BROADSHEET is one newsletter 
that is reliable. It has been going for 2% years, during which 14 issues 
have been produced. In addition I have published a leaflet intended to 
help people start programming in machine code. 


I have written to John Schofield directly to inform him of my own 
experiences with MICRO ARTS, and to tell him about ZXB, and to ask him 
about the progress of his action. This business of newsletters that do not 
appear, and so on, annoys me very greatly, for it makes it more difficult 
for those of us who do produce the goods! : 


Yours faithfully 


Nick Godwin 

4 Hurkur Crescent 
Eyemouth 
Berwickshire 
Scotland 

TD14 SAP 


Funnily enough we also received a letter from Robert Hollings who recommends 
Nick Godwins BROADSHEET, and I promise you this was not a fix! 


Dear Mr Chappell 


Some of your readers may be interested in another club which I recently 
joined, which is also for the ZX81. Unfortunately this is £3 for three 
bi-monthly newsletters, which is quite expensive, but the newsletters do 
include some useful listings, and he also sells programs for between 50p 
and £2 each. Back issues of the newsletter are still available. 


I've got quite a lot of programs which I've either written myself or have 
taken from books and magazines. I'm interested in swapping these with other 
members, Or will copy them for the cost of the tape plus 50p for postage etc. 
I can either get a C=-15 tape for each program, or will copy several onto a 
C-60 or C-90, according to members preference. If they send their own tape 
then they need only send me a 50p postal order or 3 first class stamps. 


Yours sincerely 


Robert Hollings 
67 Merlin Grove 
Lower Grange 
BRADFORD 

BD8 OPJ 


Anyone interested in the programs Robert has to offer can write to him for 
details at the above address. 
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For those of you who like to talk to people about your hobby - or at least 
the ZX81 if you have more than one hobby = here is a revised list of people 
wanting pen pals. If you want to be included let us know, or on the other 
hand if you are on the list and are inundated with replies that you haven't 
got time to answer, for a small fee of 2.5 million pounds we will remove your 
name. ( There now follows lots of sadistic laughter! ) 


Stu Green 
28 Newborough Street 


Burton Stone Lane 


York 
YO3 7AT 


Derek Chambers 
19 Pages Lane 
Muswell Hill 
London NW10 


Mark Baller 

18 Emsworth Grove 
Kings Heath 
Birmingham 

B14 6HY 


Andrew Miller 

49 Toronto Avenue 
Howden 

Livingston 

West Lothian 
Scotland 

EH54 6BN 


Maurizio Verdi 
Via Scanini 90/31 
20153 Milan 

Italy 


Chris Carr 

37 Viewfield 
Airdrie 
Scotland 

ML6 ODL 


Russell Wapples 
62 Grove Road 
Blaby 

Leicester 

LE8 3DG 


Martin Cassidy 
"Hendre Mawr' 
Frongoch 

Bala 


Gwynedd 
LL23: TSA 


Ian Fraser 

14 Waverley Park 
Abbey Hill 
Edinburgh 
Scotland 

EH8 8EU 


As you will no doubt remember we are writing a 'Breakout' program in 
machine code with full explanations of every stade. We started in the last 
issue by producing this flowchart - 
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and also decided on the variables to be used - 


16514 OO SOO: OOS SOG ea Score 

16519 00 Number of lives 
16520 OO Ball speed 
16521 OO Ball print mode 
16522 OO Slope 

1652 3 OO Slope count 
16524 00 OO | Ball position 
16526 00 Ball direction 
16527 00° OD Paddle position 
16529 00 Paddle timer 
16530 00 . Ball timer 


You should have the following BASIC program SAVE'd to enable you to enter 
the hex codes - 


1 REM containing 320 characters 
10 LET AS="'"' 
20 FOR X=16514 TO 50000 
30 IF AS<>''' THEN GOTO 79 
40 INPUT AS 
50 SCROLL 
60 PRINT X:'' = "3AS 
70 POKE X,16*CODE AS+CODE AS(2)-476 
BO. CET. AS=AS(3"T@) ) 
90 NEXT X 


—® 


So far we have written the part of a subroutine which adds a number scored 
to the total score value stored in the variables 16514 to 16518 inclusive - 


On entry C=Amount scored 


16531 21866 40 LD HL,16518 Points to units column 
| 06 O5 LD:=By 5 Sets loop to maximum of 
5 columns 
7E LD A, (HL) Loads accumulator with 
current value in column 
81 ADD A,C Adds score to value 
Ya LD (HL) A Replaces new value in column 
FE OA Cr Value larger than 9 ? 
38 O8 IR CS No = leave routine > 
D6 OA SUB A,10 Subtract 10 from digit 
7¥7 LD (HE) ,A Replace correct value 
2B DEC: ‘HL Point HL to next column 
Or...O1 te Ce set C to add carry to next 
column 
FO =.FE DINZ =-15 Jump back unless all columns 


have been serviced 
Now we will go on to put the score just calculated onto =the screen. 


In the ZX81 an area of memory called the display file is used to store the 
picture that appears on the screen. The first byte in this area isa 
NEWLINE character (76h). This is followed by 24 lines of 33 bytes each, 

the 33rd byte in each line also being a NEWLINE character as an end-of-line 
marker. Thus ( ignoring for the moment the NEWLINE characters ) there is one 
byte for each character position. The number in each byte being the CODE 
of the character appearing in its related position on the screen. Initially 
they will all be O for a blank Screen, as 0 is the code for a space, with 
the exception of the end-of-line markers. Placing any CODE in the required 
position in the display file will therefore result in the relevant CHR$ 
appearing on the screen. 


Every care must be taken not to overwrite any of the end-of-line markers 
as a system crash will occur as a result! 


The problem is the display file moves about in memory, as it is stored after 
the BASIC program which moves it up or down as BASIC lines are added or 
deleted. Luckily the start address of the display file at any given moment 
is stored in the system variables as a two byte number at 16396/7. So by 
using the value stored in this variable we can always find the start. 

16551 2A OR gO LD HL, (16396) 

The command 2A loads L with the value contained in the byte at the address 
Given after the command: and H with the value of the following byte. In 
other words we have loaded HL with the contents at address 16396 and 16397, 
which is the start of the display file. 


Having found the start, we now want to find the position within the display 
file that corresponds to the required location on the screen. In this case 
it is easy, as the score is to be printed in the top left-hand corner, which 
is right at the beginning. Remember that the first byte is a NEWLINE character 
and not to be overwritten so we will increment ( add one to ) our position 
in HL once, to the byte corresponding to "PRINT AT 0,0" = 


16554 ee | INC HL 
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Just to make it look a bit better once printed, EEO it along a couple 
of character positions in the top row - 


16555 os INC HL 
23 SNC. HL 


This corresponds to "PRINT AT 0,2". Having found where we are going to star- 


printing we now set the register B to the number of characters we are going 
to print. In this case 5, the five digits of the score. 


1655/7 OG: OS LU Bes 


I hope you remember that the B register can be used in much the same way 
as a FOR/NEXT loop in BASIC. 


We know where we are going to print and how many characters there are. Now 
all we need to Know is what we are going to print. Our data is stored in 
the 5 bytes starting at 16514, so let's point the DE register pair at 16514 


16559 1t 82 40 LD DE,16514 


Next we load the A register ( Accumulator ) with the value held in the 
byte pointed to by DE i.e. 16514 or the first digit in our score. 


16562 1A LD A,(DE) 

Whatever number is in 16514 we want to appear on the screen. This number 
will be in the range O- 9 ( as it is the first digit of a five digit number 
Let's assume it is 0. We want to turn it into the CODE for printing before 
placing in the display file. We are going to use inverse characters, and the 


CODE for inverse O is 156. If we add this to the value in A it will be 
correct. This will also be right for the other possible numbers ( work it ow 


16563 Cor. 9c ADD A,156 

The command C6 adds the contents of the byte following to the Accumulator 
( or A register ). Having got our CHRS CODE we can put it onto the screen. 
Remember that HL is pointing to the position that we want to PRINT to, 

so we load the address pointed to by HL with A 

16565 ny | LD (BL),A 


Phew!i That's the first digit over — but there are four more! If we increment 
HL to point to the next position on the screen - 


16566 23 INC HL 
and DE to point to our next byte of data - 
16567 eS INC DE 


we now jump back to repeat the operation until B is counted down to zero 
and so all digits have been printed - 


16568 LO: FS DJINZ -8 
I hope you remember that the command 10 automatically decrements B and 
adds the number given to the program counter in signed binary, so causing 


a jump. In this case back 8 bytes ( including the two bytes of the command 
itself ) to the command 1A which picks up the next piece of data. 
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Once B has been counted down to O our 5 digits have been printed and the 
Drogram will no longer jump back. As our subroutine has finished its task 
1.@. added a score gained to the total score in our variables and printed 
the new total on the screen, we now return from the subroutine - 


16570 C9 


RET 


Having finished our subroutine to print the score, we can concentrate on 

the main program. Following the flowchart given earlier, the first step 

is to reset the score to zero. This can be done by again using the B register 
as a FOR/NEXT loop and the HL register pair as a pointer. By setting HL to 


the start of our score variables i.e. 


16514 and the B register to 5 the 


following little routine will set all digits to zero - 


no 57 IT okie G25: 140 
06 O5 
36 OO 
23 
20: EE 


x 


LD HL,16514 
LD B,5 

LD (HL),O 
INC HL 

DINZ <5 


The only command that you have not met before is LD(HL),N (36hex). This 
loads the byte pointed to by HL with the number following the command, 


in this case with O. 


Now you should understand the entire routine. If not 


go back and re-read the earlier explanations of each step before continuing. 


If you think about it, HL will now have the value 16519 which holds the numbe-: 
of lives. Let's say that we will allow 5 lives. 


So we set this variable to 5 


( or you can adjust it to suit yourself ) using the command just introduced 


16581 so. OF 


LD (HL) ,5 


Now we will increment HL to point to the next variable, which is the speed 
of the ball. Initially this will be fairly slow, so a value of 255 shall 
be used. ( The timing mechanism will be explained later. ) 


16583 23 
24 Re 


INC HL 
LD (HL),255 


Still following the flowchart, the next operation is to clear the screen. 
Again HL is used as a pointer, with B as the loop counter. You should 
already know all the commands, but comments are included to jJOQ your memory. 


16586 2A. OC 240 

06 18 
23 

7E 

FE 76 
28 04 
36 O00 
18 F6 
190 F4 


LD HL, (16396) 
LD By 24 

INC HL 

LD A, (HE) 


CP OoLLS 


JR Z 04 
Lb HL )S0 
IR 210 


DINZ =-12 


Load HL With. start of 
display file 

Number of lines on screen 
Move to print position 0,0 
What is on the screen at 
this position ? 
Compare with 118 which is 
the NEWLINE character at 
the end of each line 


NEWLINE. found. Jump to '10 F 


to count down number of lir 
If NEWLINE isn't found pos- 
1tion is set to zero 

Jump back to '23' for the 
next position in line 

Count down number of lines 
When zero all will ‘have beer 
serviced and routine will b-= 
exited. Otherwise jump back 
to. o23" 
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You should be able to see that this routine will scan along every row in 
the display file, setting its contents to zero ( the code for space ) unti’ 


it reaches the end-of-line marker. 


When this is reached the number of line: 


is decremented and zero is NOT placed to overwrite it. When the number of 
lines reaches zero the screen has been completely cleared, no jump back int: 
the routine is executed and the program continues. There are two new jumps 
introduced i.e. JR N and JR ZN which are RELATIVE jumps. JR N stands for 
JUMP RELATIVE NUMBER and causes a jump whenever it is reached unconditional 
JR Z is a conditional jump which will only jump if the zero flag is set. 

You will remember from: the last issue that the flags must be set to reflect 
the situation you wish to represent before such a test is made. In this case 
the compare command immediately preceding JR ZN sets the zero flag if we 
have reached the NEWLINE marker. The relative jump is caiculated as for DJNZ 


Next we shall go on to print the game. We need a border around the edge of 


the screen to start with, 


to enclose:..the playing area. For the roof we shall 


use an inverse space and for the two sides inverse grey squares. The bottom 


is to be left open. Let's start with the roof - 


16603 2A 


at 
19 


OC 40 
21 OO 
20 
80 


Now the left-hand side - 


166172 2A 


36 


10 


and the right-hand side - 


16628 2A 
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OC 40 


+ Gr ee 


88 


FB 


OC 40 


ray 4 


88 


FB 


LD HL, (16396) 


LD DE,33 
ADD HL,DE 


LD B, 32 
INC HL 
LD (HL) ,128 


DJINZ =-5 


LD HL, (16396) 
INC HL 
LD B,23 


ADD HL, DE 


LD (HL),136 


DJINZ =—5 


LD HL, (16396) 


DEC DE 
ADD HL,DE 
INC DE 
LD B,23 
ADD HL,DE 


LD (HL),136 


DINZ <5 


Load HL with the start of 
the display file 

Load DE with 33 

DE is-added to HL ( the 
result in HL ) to bring our 
print position down a line 
( the score is in the top 
line ) 

Number of characters ina 
line 

Bring print position to O, 
Load character position 
with 128 ( code for inverse 
space ) 

Jump back to'23'until all 
character-positions in lin: 
have heen serviced 


Start of display file 

Bring Print position to 0,0 
Number of positions down the 
screen 

Bring position down a line 
( Remember DE will still 
hold 33 ) 

Load display file position 
with CODE 136 

Jump back to '19' until all 
characters printed 


Start of display file 

DE now holds 32 

Bring print position to 0,3 
DE holds 33 again 

Number of positions down 
Bring print positions down 
a line 

Load print position with 
CODE 136 

Vamp (pace to. "19% “unter y 
all characters printed 


‘- @ 


Next we need the block of bricks to be printed. 


16641 2A °° OC 40 LD HL, (16396) Start of display file 
ta 866-00 LD DE,134 This represents 4 x 33 + 2 
Or print position 4,1 
19 ADD HL,DE Add to start of display file 
3E 04 LD A,4 Load accumulator with 4 
( The CODE for fg]) 
OF} O06 LD C.G Load C with the number 6 


( This is the number of rows 
of bricks ) 

ae ek, OO BO DESS3 Load DE with 33 for adding 
to HL to bring down a line 
in display 

E5 PUSH: HL 


This is a new command. PUSH places the number in the register pair concerned 
( in this case HL ) on the machine stack at the top of memory. It is used 

to store the contents of a register pair on which you are going to perform 
any operations but do not want to lose the Original value. 


The opposite of PUSH is POP, which takes the value from: the top of the stack 
and places it in the specified register pair. Any number of PUSHés and POPs 
may be used, but you must bear in mind that the stack works in much the 

same way as a pile of plates. The last to be placed on top is always the 
first to be removed by the POP statement. 


So if you used PUSH HL and then PUSH DE, followed by POP HL the value now 
in HL would be that previously in DE. Think about it! 


In our case the value just PUSHed is the position in the display file of the 
left-most brick in the top row. 


16656 O6 1E LY. BESO The number of bricks in the 
rows 
77 LD: (BL) A Load the byte pointed to by 


HL with the value in A. In 
this case the CODE 4 


23 INC HL Set HL to next byte in row 
20 DJIN7 <4 Jump back to '77' until all 
| bytes in row have been filled 
3C INC A Add 1 to the value in A to 
change the CODE to 5 
El POP HL Take our position of the 


left-most brick back from 
the stack and into HL 


19 } ADD HL,DE Add the value in DE (33) 
to HL to point to the next 
row down 
OD DECC Decrement the number of rows 
oy. -F3 JR NZ -13 | Jump back to 'E5' until 


number of rows has counted 
down to zero 
a eS 40 GALL: T6533 
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The CALL command is exactly the same as a GOSUB command in BASIC. It jumps 
to the address given after the CD command and executes that subroutine un‘ 
it reaches a RET command which we have already come across. In this case y 
are calling the routine starting at 16531 which prints the score onto the 
screen. 


Now you will be able to see the fruits of your labours. Placing a RET(urn) 
statement at the end of the program we have just written together will all 
1t to RUN, printing the playing area and score and return to BASIC after 
completion. However, bear in mind that it is more important for you to 
understand HOW it works rather than admiring the results! 


In the next Newsletter we will progress onto adding the moving parts for 


the game. Until then study any parts you do not understand as next issue 
1S going to get worse! 


% 


JOYSTICK by Hugh Doherty 


For the Do-It-Yourself buffs out there who prefer to extend their experience 
of computing into making your own peripherals, here are full instructions on 
the construction of a cheap joystick and interface. However, before you star 
poking bits of wire around inside your beloved ZX81, please bear in mind 
that any D.I.Y. project using your beloved machine will automatically negate 
any remaining warranty you may have. So you attempt such things entirely 

at your own risk, as The Software Farm can accept no responsibility for any 
damage you may cause, whether as a direct result of any project printed or 
otherwise. 


For the joystick itself you will need the barrel of an old biro, a spring 
of a size that just fits snugly inside the biro case, a base board of suitat 
dimensions and six microswitches. ( Five would do if you only want one 

‘fi gee wputton. =) 


Firstly, drill a hole in the base board that will provide a tight fit for th 
spring and push the biro case down over the spring firmly. 


Biko cASE 
= 
Z 
pa GASE BCARD 
Z 
SPRING 
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Next screw 4 microswitches to the base board so the 'buttons'! are making 
contact with the biro case, and the remaining 2 switches to one side in a 
convenient position to act as 'Fire' buttons 


The connections to the 7X81 as illustrated. Note that the 'blobs' indicate 
a connection, at all other points the wires cross without touching. The number: 
on the switches indicate the key depression mimmicked. 


The points for connecting to the ZX81 are shown below. Remove the base of 
the ZX81 and looking at the underside of the circuit board with the power 
socket on your right, the keyboard and address connections can be found on 


the left. 


y 8 rc. 


| 


vl ietedes | 


oor 2 oat Rows 62 
sbeldaihls | CCTEY ore 


The switches are wired in parallel with the keyboard connections i.e. each 
is switched across a keyboard and address contact. The wiring diagram given 
is designed to mimick the cursor keys so the switches are across 


5 _ All = KBD 4 
6 Ake. — KBD 4 
fs ‘A1l2 - KBD 3 
8 A1l2 - KBD 2 


Bg 
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The firing buttons use 1 and O which are - 
1 All - KBD O 
O Al2 =—- KBD O 
A table of the connections for every key mimmicked is given below = so 
should you wish to use a different key configuration you can alter the 
wiring to suit yourself. 
Key Contacts Key Contacts Key Contacts 
1 KBD O = All I KBD 2 = Al13 V KBD 4 = A8 
2 > ABD Se: ART O KBD 1 — Al3 B KBD 4 = Al15. 
3 KBD 2 = All P KBD O = Al3 N KBD: 3 ears 
4 KBD 3 = All A KBD O = AQ M KBD 2 — Al5 
5 KBD 4 — All = KBD 1 — AQ SPACE KBD 1 -— Al5 
6 KBD 4 = Al12 D KBD 2 — AQ 
7 KBD. 3 > — Al2 F KBD 3 = AQ 
8 KBD 2 = Al2 G KBD 4 = AQ 
9 KBD 1 = Al12 H KBD 4 = Al4 
O KBD O = Al2 J KBD 3 = Al4 
Q KBD O = A10 K KBD 2 - At4 
W KBD 1 = A10 ‘ KBD 1 = Al14 
E KBD 2 = Al10 N/L KBD O — Al4 
R KBD 3 = A110 SHIFT KBD O = A8 
it KBD 4 — Al1O i KBD 1 — A8 
b KBD 4 = Al13 x KBD 2 = A8& 
U KBD 3 = Al13 % KBD 3 = A8 


The rest is up to you - so happy D.I.Y.ing! But remember - if you do not 
feel at all confident in tampering with the innards of your 7X81 I would 
advise you not to try it. In the end the responsibility is with you! 


LK [P 


Don't forget the miniscule charge for adverts is now £1.00 


ta this 'f 


ssue we have the following items for sale 


"FORTY NINER" by The Software Farm aS Fa Bo ee (Tragtare 


CHESS by 


Psion £4.95 


Write to Jonathan Moakes, "Low Green", 5 Loughrigg Meadow, Ambleside 
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Cumbria LA22 ODZ 


SUPER PROGRAM 3 £1.50 MAZOGS £4.00 
11 1K GAMES £1.50 INCA CURSE £2.50 
SABOTAGE £1.50 MICROGEN CHESS/ CHESS 

1K CHESS £1.00 CLOCK £2.50 
ZX LEARNING LAB £15.00 


Write to Mr N Bingham, 108 Drumgooland Road, Ballyward, Castlewellan, 
Co Down, BT31 99x 


3D MONSTER MAZE £2. 5G 
xX MEN £2.00 
ORWIN CASSETTE 4 (8 GAMES) £2.00 
Q.-S.e SCRAMBLE £2.00 
FROGGY (DJL) £2.50 
BLACK CRYSTAL £3.50 
KRAZY KONG £2.00 


Write to Jonathan Allport, "Woodlands", High Brighan, Cockermouth, 
Cumbria, CA13 OTJ : 


KRAZY KONG (P.S.S.) £1.00 SABOTAGE (Sinclair) £1.20 


CHESS (Sinclair) £2.00 GOBBLEMAN (Artic) £1.00 

GALAXY WARRIOR (Artic) PLUS STAR=TREK £1.00 

ZOMBIES (Artic) PLUS SWORD OF PEACE | £1.00 

FLIGHT SIMULATION ARCADE ASSORTMENT £0.50 
(Sinclair) £2.00 PRINTER UTILITIES & 

FOREST GOLD/GALAXY GAMES £1.00 

COMMANDER £1.00 ARCADE ASSORTMENT II £0.50 


UPDATED PRINTER & GAMES £0.75 


Write to Sean C Billings, 91 Peterhouse Close, Mildenhall, Suffolk, IP28 7NJ 


SEA WOLF 3 SWARM (Oddisey Software) ORWIN 1 (Orwin Software) 
ORWIN 2 (Orwin Software) ORWIN 3 (Orwin Software) 

CASTLE ADVENTURE (C.D.S. Software) 
DO NOT PASS GO (Workforce) ADVENGER (Abacus) 


If you have any of these games and would like to sell them please contact - 
a e 
K Swaine 
90 Ivy Avenue 
Bath 
Avon 
BA2 1AN 


THE SOFTWARE FARM HI=jRES RANGE 


All games have user-definable keys which can be set 
to work with a joystick. 


3rd Floor, 16 Charlotte Street, 
Bristol BS1 5PP. 
Telephone: (0272) 22440 


In 1849 the Great American Gold rush started. Almost 

BOA GRE everyone who could, sold up everything and dashed to 
eae i. aaa the west coast to look for this precious metal - 

“gy Seer includi ng You! 

You must dig for those nuggets (1) = but watch out 

for the giant rats (2). They burrow through the earth (: 
to get into your tunnel. You can delay them for a while 
by Knocking down a support (4) which causes a small 
cave-in (5) to block their way, but you can only destroy 
them by releasing a snake (6) from its nest (7), when 
it heads straight for the surface, destroying everythinc 
in its way. 

All the time the Gremlin (8) is busy digging its way through your waste earth 
pile (9) to reach the entrance to your mine. Once it does you have no escape!!! 
- sO you must stop it getting there by returning to the surface to replenish 
the main mound (9) with the smaller pile of earth which appears on the surface 
as you dig (10). The deeper you dig the more points you score = but the further 
you have to go to replenish that mound! Once all nuggets have been collected 

a cave opens (11) allowing you to pass through to the next stage - if you can 
reach it! This gives you more rats = but less snakes to destroy them with! 


FORTY NINER 


ROCKE TMAN The aim is to collect all the diamonds from the far left 


hand side of the screen, whilst avoiding the rampant 
Bubloid. These emerge from the sea and are hell=bent on 
returning to their watery habitat with you in tow. 
Sooner or later you are going to end up in the drink - 
the idea is to make it later! 

By belting round the system of platforms and ladders, 
cleverly avoiding the Bubloid, you collect the fuel cans 
which appear in random positions, until you consider tha 
your fuel gauge indicates sufficient in the tank. Now 


OOODOO0O0 SCORE OOO00000H: 0000 BONUS 


Te 


| you can go and collect your rocket. With the rocke t-pack 
z.Se0 7 SOMME taal Strapped to your back you can fly across the expanse of 
. Platforms 7. Vulture . Fuel Gauge 
Sinaders COMMMEEEE In © 12'ben beets sea to collect the diamonds ... but don't run out of 


fuel or your rocket pack will simply disappear and you 
will wind up in the drink! 

There are six stages with six different platform layouts. On staces 1-3 the 
Bubloid, which floats in front of the platforms with uncanny ease, gets an 
ever-increasing ability to home in on your position, making the task of Staying 
alive more demanding with each stage. On stages 4-6 you once again start with 
the easiest Bubloid ( which is a blessed relief! ) but the fuel cans are repla- 
ced with legs of lamb which you must collect to feed your vulture, and once it 
has enough energy ( or you think it has! ) you must flap across the water on its 
back to collect the diamonds. 

Extra men are awarded for every 10,000 points - but ONLY once you have collectec 
all the diamonds and so completed each particular stage. 
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Z-XTRICATOR 


A long time ago, in a galaxy far, far away, a terrible 
war took place between two hostile races. Any prisoners 
taken could not expect to live very long in the hands 
LIVES BOMBS WAVE of their captors. Their only hope lay with a group of 


SCORE FUEL . 
@29GSB 828800 #3 


valiant warriors - the XTRICATORS - whose task it was 
to rescue fellow beings from the Alien planets surface. 
You are about to take on the role of such a warrior... 
You are Zed = an XTRICATOR charged with the duty to 
collect all members of your forces that have had the 
misfortune to be captured, from the surface of a 
particularly hostile and inhospitable planet. The 
gravitational pull of this Alien planet is so strong 
that your spaceship is only able to spend a limited 
time in its gtip without being literally torn apart. 
You must guide your ship down to the planets surface to pick up each survivor. 
As you enter the planets gravitational pull the word 'DANGER' will appear near 
the top of the screen to remind you that you must leave as soon as possible to 
avoid your ships destruction. All the time the Aliens try to thwart all attempt 
at rescue but can be destroyed using the laser cannon or, in an emergency, a 
"SUPER ZAPPER' bomb. This destroys all enemy craft on the screen = but use 
sparingly as you only have three! 

Occasionally, an Alien mother-ship will appear which must be hit four times 
with your laser. If you manage this it will explode with the same effect as a 
"SUPER ZAPPER'. ; 

Should you be successful in rescuing six of your fellow beings then you return. 
to home base for refuelling. On your return the Aliens, having been foiled 
once, are just that much more determined ... 


THE SOFTWARE FARM LO-}RES RANGE 


3rd Floor, 16 Charlotte Street, 
| Bristol BS1 5PP. 
SUPER SCRAMBLE Telephone: (0272) 22440 


Penetrate the cave all the way in to the Witches Cavern and destroy the wicked 
WITCH. Unfortunately, the Witch is one of those peculiar people who don't 
particularly want to be destroyed ( if it's all the same to you! ) and will do 
everything in her power to stop you ee. 


eal 
*e 


Stage STALAGMITES grow across your path. Blast your way through with your 
LASER CANNON. | 
Stage 2 : A VOLCANO bars your way. Fly over it = but the WITCH makes it erupt 


( nice of her isn't it ? 


Stage 3 : Both STALAGMITES and STALACTITES grow across your path. 
Stage 4 : Another VOLCANO - by courtesy of the WITCH! 
Stage 5 : STALAGMITES, STALACTITES and the Witches pet VAMPIRE BATS. With one 


on your ship you can no longer climb. With two you have to be 
continually climbing just to fly level. With three you are doomed 
- unless you can brush them off on the cave walls. 

Stage 6 : The WITCH herself! Shoot the WITCH repeatedly on the end of her 
NOSE while ‘jumping' ower her radiating MAGIC SPELL. 


The flashing mystery score positions must be bombed when they flash 'on'. 
A missed bomb or laser shot will cause ever-increasing CAVE-INS! 


FROG HOPPER 


Bring your frog safely home from his migration. Overcome the hazards of the 
main road and the river. Get him into his ‘frog hole' before the time runs out. 
Once all four ‘frog holes' have been filled you receive a bonus frog and a 
new screen pattern. 


JUMP your Frog from lane to lane on a busy main road - without getting him 
turned into a frog-flavoured pancake! 


NAVIGATE the river by jumping from log ,to log as they float along, but don't 
miss = you have the only non=-swimming frog in existence! 


GOBBLERS 


Gobble up those dots whilst trying to avoid the four MEANIES —- their eyes 
blazing ravenously. Their intelligence can be altered, Giving you different 
game strategies from easy to downright impossible! When in a tight corner 
grab a POWER PILL which causes those MEANIES to turn tail and gives you a 
chance to take your revenge! But beware - this opportunity is short lived... 
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ASTEROIDS 


Pilot your spaceship through a hazardous tract of inky=black space filled wi 
flying chunks of rock of various sizes. Soot the rocks to gain points, which 
unfortunately, splits them up into smaller, faster-moving pieces and makes 
your task even more difficult! 


The skill lies in the piloting of your ship! It can be rotated in either 
direction and the knack is combining this with the use of the THRUST. Press 
THRUST and your speed builds up = remove your finger and gradually slow down. 
Turn through 90 degrees and use THRUST to swerve! Turn through 180 degrees 
and use THRUST to brake! Turn in any direction whilst you are moving = even 
shoot an asteroid while going backwards! It is obvious at all times in which 
direction your ship is pointing, even.when this is not the direction in whic: 
you are travelling! 


*REALISTIC MOVEMENT OF SHIP * "NASTY SPACESHIP! «+ FIRES BACK!3 


SOFTWARE FARM T-SHIRTS 


Have your very own | | 
Cosmic Cockerel T-Shirt / 
- printed in bright red | 
and black. 


Just what you need for 
these Tropical (?!?!7!!) 
British summers .. 

( Er e+e Do you think 

we ought to produce a 
Cosmig¢ Cockerel umbrella 
next ? >) 


ONLY £2.50 Child 


£3.00 Adult 


POSTERS 
Wonering what our Cosmic Cockerel really looks like ? 
Well, why not buy a giant poster of him and find out! 


CRAZY COSMIC COCKEREL posters available in A2 size 


ROCKETMAN and FORTY NINER posters available in A3 size 


of sae ® 


PRICE LEST 


FORTY NINER £5.95 

ROCK ETMAN £5.95 

Z=XTRICATOR £5.95 

SUPER SCRAMBLE £4.50 

FROG HOPPER £4.50 

ASTEROIDS £4.50 

GOBBLERS £4.50 

POSTERS £0.50 

T-SHIRTS ( Adult ) £3.00 ( Sizes SMALL, MEDIUM or LARGE ) 
T=SHIRTS ( Child ) | £2.50 ( Sizes 26", 28", 30" or 32" ) 


S-eF.eS.eC. MEMBERS = DON'T FORGET TO DEDUCT SOp FOR EVERY TAPE BOUGHT!! 
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ORDER FORM 


Name 3 eeoeeoceoe ee eee eoeeeeseeeoeeeeseeeeesese 
Address ee ee ee ee ee ee ee ee ee 


e@oeeeoeoeneev ee eevee ese eeeeereaeneeeeeeeeeesd 


eoeoeevoeoeeeoeeaeeceaeeseoa eevee eeoeeeseaeeseee 


3rd Floor, 16 Charlotte Stree: 
Bristol BS1 5PP. Boe 
Telephone: (0272) 22440 


eeeeeoeveeveeereeeeeaee ee eseanesevneeeeeesne 


% 
eoeeoeseeeeoetre ew eeoeeseseeseeseeeeeeeenneees 


Oe he Gete Membership Number e@eeeeereeeeoevres eee ( Members only ) 


mantis joel 


3 
my 
; 
2 
9 


Please make cheques and postal orders payable to "THE SOFTWARE FARM", 


For orders outside the U.K. please add AIR MAIL postage and make paymen 
in STERLING. Thank you. 
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